

WARNING: PLEASE CAREFULLY READ THE PRECAUTIONS BOOKLET INCLUDED 
WITH THIS PRODUCT BEFORE USING YOUR NINTENDO* HARDWARE SYSTEM 
GAME PAK OR ACCESSORY . THIS BOOKLET CONTAINS IMPORTANT SAFETY 
INFORMATION L 

IMPORTANT SAFETY INFORMATION - READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


A WARNING - Seizures 


Some people (about I in 4000) may have seizures or Nock outs triggered by l*ghi ttashe*. such as while watching TV Of 
playing video games, even it they have never had a seizure before 

Anyone who has had a seizure, loss of awareness, or other symptom linked lo an epApbC condition should consult a 
doctor before playing a video game. 

Parents should walch when thou children play video games Stop playing and consul! a doctor H you or your child have 
any of the fokowtng symptoms 

Convulsions Eye or muscle twitching Los* of awareness 

Altered vision Involuntary movements Disorientation 

To reduce ihe likelihood of a seizure when playing video games 

1 Sit or stand as tor from ihe screen *s possiWo 

2 Play video games on the smallest available television screen 

3 Do not play if you em tired Or need sleep 

4 Play m a weil-lrt room. 

5 Tftkea 10 to t5 minute break every hour. 


AWARNING - Repetitive Motion Injuries 

Playing video games can make your muscles, joint* or skm hud after a few home Follow these instructions lo avoid 
problems such as Tendmtttf. Carpal Tunnei Syndrome or skin imtatom 

* Take a IQ to 15 minute break every hour, even if you d&rtl think you need it 

* II your hands, wrists or antis become tired or sore while playing, stop and 
rest them for several hours before playing again 

* It you continue to hove sore hands, wrists or arms during or after play, slop 
playing and see a doctor 


AWARNING - Battery Leakage 

Leakage of battery acid can cause personal injury as well as damage to your Game Boy If battery leakage occurs 
thoroughly wash the affected skin and dothes Keep battery add away from your eyes and mouth Leaking batteries may 
moke popping sounds 

To avoid battery leakage 

* Du not mix used and new batteries (replace all batteries al the same bmej 

* Do not mix alkaline and carbon zme batteries 

* Do not mix different brands of batteries 

* Do not use nickel cadmium batteries 

- Do not leave used tWMriea in toe Game Boy. When toe batterw* are tosmg their charge, toe power kflhl may 
become dbri. the game sounds may become weak. Of die display screen may be bank When tors happens 
promptly replace an used batteries with new batten#* 

* Do not leave bailer** m the Game Boy or accessory tor tong periods o< non-use 

* Do not leave the power switch on otter toe batter** have tost iheii charge When you finish using toe 
Game Boy. always slide toe power swilch OFF 

* Do not recharge the batteries 

* Do not pul too battoncrs m backwards Wake sure toil toe pcttdrve {*) and negative B ends are lacing m the 
correct directions. Insert toe negative end fits! When removing battene*. remove to# positive end fust 

* Do not dispose of baiter** in a fire 







EVERYONE 


THIS PRODUCT HAS KEN RATED BY THff 
ENTERTAINMENT SOFTWARE RATING 
BOARD FOR INFORMATION ABOUT THE 
ESHB RATING. OR TO COMMENT ABOUT 

the appropriateness of the rating 
PLEASC CONTACT THE ESRB AT 
1-BOO-771-3772. OR VJSrT WWW£$RB OflG, 



This, official seal is your assurance that 
Nintendo has reviewed this product and 
that it has met our standards for 
excellence in workmanship t reliability 
and entertainment value, Always JooJt 
for this seal when buffing 
games and accessories to 
ensure complete 
comftitibilittf with if our 
Nintendo product. 



rUMi* i n trtsut * * * * * im » 



C 2001 Nl N Tf N DO CAME LOT 

TM. * AND GAME BOV ADVANCE ARE TRADEMARKS 

OF NINTENDO. 

AU RIGHTS, INCLUDING THE COPYRlGMTS OF GAME. 
SCENARIO MUSIC. AND PROGRAM. RESERVED BY 
NINTENDO, 

this GAME SOFTWARE USES FONTS BY FONTWORKS 
INTERNATIONAL LIMITED FONTWORKS AND THE 
FONT NAMES ARE TRADEMARKS OF FONTWORKS 
INTERNATIONAL LIMITED- 



mn 


THIS GAME PAK INCLUDES A MULTI PLAYER 
MODE WHICH REQUIRES A GAME BOY* 
ADVANCE GAME LINK* CABLE 


THIS GAME PAK WILL WORK 0«L¥ WITH THE 
GAME BOV* ADVANCE VIDEO GAME SYSTEM 
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venus A FORBIDDEN POWER IS 
% UNLEASHED... 

Nestled away at the foot of moumt aleph the most sacred fear on the 

CONTINENT OF ANGARA. RESTS A QUIT VILLAGE CALLED VALE. FOR AGES. THE ELDERS 
OF THIS REMOTE COMMUNITY HAVE BEEN THE CARETAKERS OF SOL SANCTUM-AN 
ANCIENT TEMPLE ON THE MOUNTAINS SLOPE THAT FOR EONS HAS GUARDED THE SEAL ON 
THE ANCIENT SCIENCE OF ALCHEMY. 



MARS £ 


NOW, THAT SEAL HAS BEEN BROKEN. A MYSTERIOUS FIGURE IS ATTEMPTING TO RELEASE 
THE POWERS OF ALCHEMY UPON THE WORLD. A POWER SO GREAT THAT ONE WHO WIELDS 
ITS FULL FORCE CAN ATTAIN ANY OF HIS HEARTS DESIRES-COUNTIISS RICHES. ENDLESS 
LIFE, EVEN THE POWER TO DESTROY THE WORLD. ONCE THE COMBINED POWER OF THE 
FOUR ELEMENTS-EARTH. WATER. WIND. AND FIRE. WHICH TOGETHER MAKE UP ALL 
MATTERHS UNLEASHED. THE WORLD WILL FALL TO ITS KNEES BEFORE THE ONE WHO 
WIELDS IT. IF THIS HORRIBLE FATE IS TO BE AVERTED. A BRAVE SOUL MUST NOW ARISE! 

JUPITER 





MASTERING THE CONTROLS 


L BUTTON 

• 

Use Psynenry shortcuts 
lPB •*) 

A 

( heck surround ings 

* 

Display the Slams screen 


+ CONTROL PAD 

• * 

Walk (you cart 
walk diagonally ) 

• 

Jump forward 

• 

Push objects 


Select a command or item 


These an* the basic controls used in Golden Sun Be sure to shut) 
these and the advanced controls explained on the pages that folio*. 
fiw wilt need to master them all to complete \xntr quest 




Display field commands 
(p& L8J 

This is convenient h Am 
there is someone 
standing in front of \m 


R BUTTON 



B BUTTON 

■ * 

Run fuse with the 
+ Control Pad) 

■ 

Display the next message 

• 

Cancel 


• 

Use Psywtgy shoncuis 
tpg 191 

A 

Display the world map 

Use the + Control Pud to 
move ike cursor. 

When the finger points to 
o# the name of the 
building or font! in that 
area wilt appear. 

★ 

Display the Status screen 


A BUTTON 

• * 

Display field commands 
(pg-18) 

• * 

Examine objects 

Speak 

* 

Display the next message 
Confirm selections 



• For use inside towns, villages, and dungeons 

a For use on the world map f outside towns, v illagcs, 
and dungeons) 

# For use dunng battle 
■ Other 




























































*| BEGINNING YOUR QUEST 

I Insert your Golden Sun Game Pak into your < iame I toy Advance and I urn 
the power ON. Press START when the title screen appears 

THE FIRST TIME YOU PLAY 




After you press START on the title screen, 
the name entry' screen will automatically 
appear Move the cursor with the * Control 
Pad to select letters and press the A Button to 
enter them. If you want to erase letter* you 
have entered, press the B Button or choose 
DHL on the right side of the screen, Once 
you have entered a character name, choose 
END on the right side of the screen and 
press the A Button to confirm. Your quest 
will then begin, 

AFTER SAVING A GAME 



» 


fbt Mirt Vtfpu 


If you already have saved data, the Start menu will 
appear after you press START on the uilc screen. The 
five options in this menu are explained on pages 7 and 8. 



* If you save 3 completed 
game, you will aoi be able 
to continue that game. Only 
Ejw and Haide will he 
available sm (he suit menu 




BEGIN 


When starting a new game, select Begin and press the A Btilton, You will then see the name entry 
screen Enter your name as describe prev iously, then choose End and press the A Button to confirm. 


•If you already have three saved data files. Begin will not appear on the Start menu, 


CONTINUE 


Using a prev iously saved data file, you can continue playing from the last point where you saved. 
Choose Lhd saved data file you wish to open with the + Control Pad and press the A Button. 



^ Quick Tip! tew can save of any time J 


In Golden Sun. you can save your game at any time, except during certain events and during 
battles. See page 37 for more informalion, _ 





ii 


































START 

MENU 


* 


( ajn Pits 

Srlcftlnh Scfwffl 



COPY 

J You can copy the contents of oik saved data flic to another Select the file you 
4 want to copy* with the 1 Control Pad and press the A Button. The selected file 
| will automatically he copied to an empty data file. 

I * When yog already have three mvc<J data fifci and there *tt no empty slot*, the Copy 
[j, upturn will mi appear 

ERASE 

Choose this option to erase a saved game. Select the data file you'd like to 
erase with the * Control Pad and press the A Button. Erased data files cannot 
be restored, so be absolutely sure that you want to erase a file before choosing 
to do so. 

“ ARENA 'SEMI 

Using a saved data file; you can fight monsters you have already defeated in the 
5 game, or you can pit your party against a fncndV To challenge a Friend, you 
will need two Game Boy Advance systems, two Golden Sun Game Paks with 
saved games, and a Game Boy Advance Game Link cable. For more 
information see pages 52*55. 


f r no one in your pony has any Djinn, the Arena option will not appear on 
the Sian menu. 

















THE ADEPTS 


14 





JENNA CFLAME SEER) 


Fire Adept; I ‘years aid 
Isaac's childhood friend. 
Garni possesses the Psyncfgy 
of fire and is blessed with great 
physical strength, making him a 
talented warrior 


Fire Adept: / ‘yearn old 
Jenna lived happily with her 
family in Vide until the night 
of a fierce storm that took the 
life of her older brother... 


Earth Adept: / 7 yean old 
The mam character of Golden 
Sun, Isaac was bom and 
raised in Vale. He possesses 
Psynergy of earth and boasts great 
ability as a swordsman. 


Those who art able to use Psynergy, or psychic 
energy, are ailed Adepts They carry on the bloodline 
of the ancients who died out during the dark years in 
which their civduration mysteriously declined They 
possess the power of Psynergy, which has its foots in 
the sealed art of alchemy. 






ISAACS ANTAGONISTS 


Water Adept: 17 yean old 
A descendant of the clan of ancieots 
that protected Lhe Mercury 
Lighthouse. Mia possesses the 
Psynergy of water. Using the healing 
powers of water, she helps Isaac and 
others on their quest. 


Hind Adept: / 5 years old 
Raised by a merchant in the 
town of Kalay, Ivan possesses 
Lhe Psynergy of wind. With 
Adepts rarely seen in Kalay, Kan 
considered an oddity by most of 
bis own people 


These am some of the mysterious characters you'll meet in your journey. 













DJINN 

THE ELEMENTAL SPIRITS 


Djinn arc spirits of itie earth, water, fire, and wind: the four 
elements that make up all matter. You will cncounler many 
Djiiui during your travels and can capture them by defeating 
them in bailie. By using their powers wisely, you can 
dramatically increase the abilities of your characters. 


THE FOUR TYPES OF DJNNI 


EARTH DIMM 



Gust 




WIND DJNNI 


WATER DJNNI 


Djinn can be divided by attribute into 
four types: eanh (Venus), water 
(Mercury), fire lMarsh and wind 
I Jupiter). In addition to the Djinn Granite 
introduced hoe, you will find olher Djinn 
of each type on your quest. The four 
Djinn to the right represent each dement. 

Use the pow er of the Djinn to improve your characters' 

abilities and allow them to fight more effectively in battles. 


Burn 


Djinn make your characters stronger! 


DJNNI EFFECTS FT, I: SETTING A DJNNI AFFECTS CLASS! 

When you set a Djinni to a character by attaching it 10 their body, the 
characters class may change. Changing classes can raise some attribute* 
and also allow you to use Psyncrgy you could not previously use Your 
characters' classes will change according to the type of Djinni you set. Try 
setting different kinds of Djinni to see what will happen. 



For m on info, see 
pages 2t and 32. 


DJNNI EFFECTS PT, t POWER UP ATTRIBUTES! 


When you sd a Djinni, your character's attributes relaied to that 
type of Djinni wiLl go up. for example, if you set a Fire Djinn l your 
character's fire-based attack power will increase. At the same time, 
your resistance to enemies 1 fire-based attacks will also increase 


DJNNI EFFECTS PT. 3: UNLEASH DJNN IN BATTLES! 

W hen you unleash in battle a Djinni that was set to your character, 
that Djinni will aid you in your fight. Each Djinni has a unique 
pow er, so try unleashing different kinds of Djinni to see w hat 
they do! 



For more information, see pg, 33. 



For more mfonauitin. we pic 44 


DJNNI EFFECTS PT. M USE DJNN TO SUMMON! 

Once you have unleashed a Djinni in battle or placed that Djinni 
on standby, you will be able to use the Summon command to 
summon a powerful spirit. You can summon many different 
spirits, and the more Djinn you use to summon, the stronger the 
spirit will be. 




For more mformation, see pg, 40 































TRAVELING THE LANDS 



Dtinng your quest, you will travel to many 
parts of the world While traveling* press 
the A Button on the world map or in towns 
and dungeons to display your party 's status 
I name, current Hit Points, and Psy Points} 
and a menu o f field commands If you 
press the A Button when there is an object 
or a person directly in front of you, you will examine that object or talk to that person. Below is an 
explanation of the field commands. Sec pg. 28 foe a description of the status windows. 


FELD 

'OHMAN&S 


PSYNERGY 


Choose this to use Psyncrgy or set shortcuts (see the next page}. 

* For more in format ion on Psynetyy see pages 4CM3. | 


HOWTOUSEPSYNERGY 


n| Press let! and right on the * Control 
Pad to select the character that has the 
Psyncrgy you'd like to use, then press 
the A Button. 



Selected 

characters 

Psywt# 

trail 


Cumnth 

selected 


Selected 

eineferfc 

status 


18 


See lectio* 2 on the rre.tr page. 



Dexripikm 
of selected 


Selected Psmerg} 
and fox ihbtts 
required to 
actuate 1 1 


I Press up and down on the - Control 
1 Pad to select the Psyncrgy you'd like to 
use* then press the A Button. If you 
have more than liv e types of Psyncrgy; 
press left and right on the * Control 

Pad to scroll between Psyncrgy windows. Press the L and R ____ 

Buttons to switch to another c haractcr. When you choose Psyncrgy that L * AfW ' f * ,r tmn * r ' v n '' W 
affects physical objects ( Move, Catch, etc. ) they will activate as soon as 
you choose them here. 

| When using Psyncrgy that affects another character I Cure, Antidote, etc.}, 

I you must next select a character to use the Psyncrgy on by pressing left 
and right on the + Control Pad and then pressing the A Button. 



SETTING PSYNERGY SHORTCUTS 


You may find it helpful to set a frequently used Psyncrgy to die t or R 
Button as a shortcut so that y ou have to press only a single button to 
activate that Psyncrgy. 

D Press left and right on the + Control Pad to select the character who has 
the Psyncrgy you'd like to set a shortcut for. then press the button {L or 
RI you want to set the shortcut to. 

B Psyncrgy that can be set to a shortcut will be highlighted. Use the * Control 
Pad to choose a Psyncrgy. then press the A Button to set the shortcut. 



t 

































HUD 

COWHANDS 




Use this command !o set Djinn to characters or 10 trade Djinn between characters 









Quick Tip! Djinni Status ^ 


Djinn have three lypes of status, 
Depending on this status, the Djinn 
commands available m the field and 
battle menus will change. For more 
information about Djinn battle 
commands, see pg. 44. 
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j mmrnmmmmiE — 

Vi Tien you press SEtECT <m tbe Djinn selection screen, a detailed 
explanation of the important rules for using Djinn will appear 
Press up and down on the + Control Pad to select from among the 
seven topics and press the A Button to read about a topic. 



Thi\ in/armutbn 
« my important, 
ui be mrr to rend 
U *ii 


r 0P710NS available with the ] 

L DJINN FIELD COMMAND J 


- Change a Djinnfs status I Standby +-* Set) 

• Trade Djinn with another character 

• Ghr one character's Djinn to another 


When trading Djinn at gnuig them ro amaher charecict, the follow mg conduit*™ apply. 


Different Number of Djinn 


/Sffinitj Dftmi 

PftHKl 


Character A can give or trade Djinn to character H t who has fewer 
Djinn Character B can only trade Djinn with Character A, who has 
more Djinn, 

* You cannot trade or give Djinn that are in recovery. 


Same Numbrr of Djinn 



Ojrjfiin 

Dfauu 


1 1 ^ 

Dfirm 


When two characters have the same number of Djinn, they can trade 
Djinn freely between them, but they cannot give Djinn, Djinn must be 
traded me at a time 


CHANGE A DJINMI5 STATUS (STANDBY«SET) 1 


On die Djinn selection screen use the 
+ Control Pad to select a set or standby Djinni 
and press the A Button. 

Press the L Button on the Djinn selection screen 
to view the status and Psyncrgy of the character 
that is holding the Djinni you have selected. 



Mte wtiu tiifi id Djinn 
Red indicia ttandb} D/it 
Ydio* indteatet rveervery 
Djinn 




f 

Sc.:;; -1 

4 


iCtwtimte* in miian 2 on pg. 22} 


















































CHINC STATUS WITH THE R BUTTON 


On the Djinn selection screen, you can switch a Djinni's status between set and 
standby by pressing the R Button, When you hold down the R Button and press 
SELECT, all Djmn on the screen will switch between set and standby 

The words Set and Standby appear above the names of Djinn. You can 
change status by pomting to these words with the cursor and pressing 
die A Button. 



I A w indow asking you 10 confirm your decision to sw itch status from standby 
■" to set will appear. Make sure you approve of the changes to your attributes 
and Psynergy; then press the A Button if you still want to make the switch. If 
you want to caned, press the B Button to return to the previous screen. 




Siaiidtn CenFIrmitkifi 
_ VVlfldw* _ 


Character Status 
When Djino nano change*, 
to docs the chancier'* class 
and stanif, U*e this screen 
to tort firm iJwsc changes. 
Attributes that improve will 
he highlighted wuh a 
yellow arrow, while those 
ihai declme w ill fuse a blue 
arrow 


Character Ptynerjff 

In case* where a characters Psynetgy changes when 
his nr her Djmn status is chinged, new ly added 
Psyncrgy appears m yellow, and Psynergy that is lost 
appears in red When an 
arrow appears next lo (he 
number m the tup right of the 
screen, use the * Control Pad 
to view the next window of 
PtYWTB 





On the Djinn selection screen, use the 4 Control Pad to select a 
Djimti. then press the A Button, 


You can trade Djmn with characters that have the Trade command 
beneath them. Select the Djinni you w ill trade for and press the A 
Button, 


The status of the two characters trading Djinn will appear. Press 
the R Button on this screen to sw itch between these two characters' 
Psyoergy, When there is more than one window of Psyncrgy, use 
the * Control Pad lo move between windows. 


After confirming all changes, press the A Button to trade Djinn. If 
you decide to cancel the trade, press the B Button to return to the 
previous screen 


















GIVING DINN 


After confirming all changes, press the A Button io give the 
Djinni. Jf you decide to caned the action, pros the B Button to 
return to the previous screen. 


* Djinn also affect character classes See pg. 32 for more information. 


On the Djtnn sdeetton menu, select a Djinni and press the A Button, 


You can give the Djinni to characters that have the Give command 
beneath them. Select a character and press the A Button. 


The status of the character giving the Djinni and the character 
receiving the Djinni will be shown on the left and right sides of the 
screen, respectively, Press the R Button on this screen to view the 
Psynergy of the character giving and the character receiving the Djinni. 
When there is more than one window of Psynergy, use the + Control 
Pad to move between windows. 


FILD 

COMMAFflS 


You can buy items in shops and find them in treasure chests. With the item command, you can use 
items, equip them, and give them to otheT characters. One character can hold up to 15 different types of 
items. A character can hold up to 30 of each consumable item. 


Item Screen 



Check basic equipped items on a character like 
weapon and armor, or check status. 



Arrange items by 
type (weapon, 
armor, etc,) 


Many different kinds of items appear in the game. Some of them produce 
special effects when equipped, and others can even gram you the ability to 
use new Psynergy. 


USING AND GIVING ITEMS 


Use the ■ Control Pad to select the character that has the item you warn to 
use or give, then press the A Button, 

The Use and Give commands are described on the nest page. 


fm l.oog Sword 
Q I .either Cap 
H Wooden Shield 
H Herb 



















Next, use the * Control Pad to select the item you want to 

use or give. When there is more than one w indaw of items, .-- 

use the + Control Pad to move between windows. j l>oenptror of the | 

selected item 

Also, when you select armor or a weapon that is not *- -* 

equipped, the changes to your status caused by equipping 

that item appear on the left side of the screen. Once you have 

selected an item and pressed the A Button, use the + Control 

Pad to select Use or Give, then press the A Button, 

Use the + Control Pad to select the character with the item 
you want to use or give and press the A Button When giving 
an ttem that the recipient may equip, you will see a window 
asking if you warn to equip the item. Choose cither Yes or 
No. then press the A Button. 


EQUfffING AW REMOVING ITEMS 


Using the +- Control Pad select the character carrying the item you'd like to 
equip or remove and press Ihc A Button 


fi ortrinutd tm iht fu’xi pagtj 


Select the item you want to equip or remove, then press the A Burton, Press 
left and right on the + Control Pad to view mote window s of items . Also* 
when you select armor or a weapon that is not equipped, the effects of 
equipping it will appear o-n the left side of the screen. 

Select Equip or Remove with the + Control Pad and press the A Button. 
When you choose Remov e, the changes that it w ill make to your status 
appear on the left side of the screen. 


ITEM PETALS 


Choose this option to display the effect of using or equipping an item 
on Uk: left side of the screen. H will also show how many of the 
selected item you are carrying. 


DROP AN ITEM 


You can drop items that you no longer need. If you are holding more 
than two of the item that you w^nt to drop, press up and down on the 
+ Control Pad to select the number to drop and press the A Button. A 
window' will appear, asking you to confirm your command to drop an 
item. Select Yes to drop the item or select No to cancel, then press the 
A Button. Be careful not to drop any items that you may need! (Some 
items cannot be dropped.) 
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d FEU) 
COMMANDS 


REB STATUS 


You can use Status to confirm the details of your characters' abilities and 
attributes. You can also press S ELECT to view a list of your acquired Djmn 


Press the L or R Button 
to rearrange party 
order* moving the 
selected character to 
the left or right 



Tin? Vlitni Strwn 

The selected cAarucJ*r 

FfiMWi. 

t or R Billion 

f # 1 'k\ 

EftEO 

4 « J§ * 
i«p f 3 6 i j 


Sturm of ike seltrieJ 
character (pern A for 
more Jrtmfo 


THE STATUS DETA1S SCREEN 


When you select a character and press the 
A Button, that character's detailed status 
will appear. When you align the cursor 
with a heading on ihis screen, a 
desorption of that heading's meaning will 
appear at the lop of the screen, 


Dexripticmof 



* See pg, 31 for a description of status ailments. 


Character’* name, level, fxpcncrae 
Points Hit Points, Pxynergy Pottos 


STATUS SCREEN INFORMATION 


Your character's basic attributes 

1 Heading DMflfrgipa 

Attack 

The higher this tv the more damage your 
direct attacks do 

Defense 

The higher this is, the less damage you will 
take from an enemy's direct attacks. 

Agility 

The higher this is, the sootier you can stuck 
in battles 

Luck 

Lock increases your chance of avoiding 
special attacks ami ailments 

Djiiiti/ Elemenial Information 


Djinn 

Thu thews your set [>fimt and the total 
mirnbcr of Djum you have for each of the 
four elements. 

Lv 

The higher ihe rating, the belief your character 
u able to use those elemental abilities 

Power 

This shows youx elemental power for each 
element. The higher the rating, ihe more 
damage you do with those elemental attacks. 

Resist 

The higher the rating, the less damage you 
receive from those elemental attacks. 


I.eveL Experience Poitiij*HP*P$y 

| Heading Pcscnpuon 

Lv 

Your characters current level 

Exp 

Win battles lo earn experience point* and 
raise your character's led point Ihe 
cursor here to see how many points you 
need lo reach the neat level. 

HP 

These are your character's Hit Points (the 
number of points of damage ihey can take). 
The number on the left is your current HP, 
and the number on the tight H your 
maximum HP. W hen your HP fall lo 0. you 
will go down in batik 

PP 

These are your character s Psyncrgy Points 
(the number of pamts available for using 
Psytiergy |. The number on the left is your 
current Fsy, and the number on the tight is 
ynur maximum psy The number of Psy 
decreases as you use Psynergy 


(Status description', continue on pg. 10 ; 
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SWITCHING STATUS DETAILS SCREENS 


On Ibe character's Status Details screen, you can access other status information screens by pressing certain 
buttons, Also, on some screens, you can press the L or R Button to see other characters' status information. 


Stilus OcUlIU Vrcrd 


P))«ID Srrwsi 



Pren the 
A Sutton 


* 



This displays all the 
Psyncrgy your 
character can use. 


ACQUIRED PSYNERGY 

© Psyncrgy icon 
© Psyncrgy name 

© Psy consumed when Psynergy is used 
© Psyncrgy type 

# Earth # Hater 

• Fire « Hind 


© Psyncrg/s Range 

| One enemy or party member 

||( Three enemies 

■ill* Up to five enemies 
.iilii. Up to seven enemies 
mini All enemies or all party members 


Item Kcrna 



On the Item screen, all of your characters' items 
will be displayed. Press lefi and right on the 
+ Control Pad to scroll through pages of items. 

When an w E w af>pcan brruk m item, ttmeau th r 
(trm u cvrrenlly equipped Fhr motther utr the 
boVim-tifhi nde of the Iron ffcmi fern munx tfthe 
item yum h&*. 


Press the A Button on the Item screen to return to the Status Details screen. 

m 


a 


Quick Tipt Status Ailments 


When a monster performs a special attack on you in battle, that attack can cause a status ailment. These 
ailments can be removed w ith some types of Psyncrgy or by visiting a Sanctum (see pg, 36). 


POISON 

You lake damage white poisoned 
Remove this statu* with Antidote 
or Cure Poison. 

DELUSION 

Your character will sufler 
JdiM.T,, !h,,i cause him m her to 
miss when attacking Remove this 
stains with Restore or Elixir. 


STING 

Yeur chancier wilt be _ 

numb and unable i» icl_ 

Remove this status with 
Restore of Eiuor 

SLEEP 

Your chancier wilt be asleep and 
unable to act Remove this status 
wtih Restore or Elixir 


DOWN 

Your character has gone down 
m bailie and cannot fight. 
Remove this status at a 
Sanctum or by using the Water 
of Life or Revive. 

There are other 
status ailments, too. 


Delusion, Sling, and Sleep statuses disappear when your character is downed. 






























CHARACTER CLASSES 

Each character belongs to a particular character class. This class can change 
when a character sets or removes a Djinni. When a characters class changes* 
so do the character's attributes 


AN EXAMPLE Of CHANCING CLASSES 


When Isaac, the main character, has no Djinn set his class is Squire. 


After setting the Wind Djinni, Gust Isaac's class changes to Apprentice 


After placing the W ind Djinni on standby, thereby removing it from Isaac, his 
class reverts to Squire. 


Sow* after setting the Fire Djinni Forge to Isaac, his class becomes Brute. 
This is an example of how classes change. 
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THE EFFECTS OF CHANQNG CLASSES 


W f hen a character's class changes, the following changes may also occur 


CHARACTER ATTRIBUTE CHANGES 


When a character changes class, that character s attributes may also 
change. Attributes may go up t down or do both depending on the change. 


PSYNERGY CHANGES 


Available Pwnergy changes with class. W'hen changing classes, be careful 
not io disable any Psyncrgy you hope to use later. Carefully check all 
changes before setting a Djinni. 



THE EFFECTS OF SETTING DINN 


Character classes change depending on the type of Djinni set to the 
character (for more information on class changes, see the back of the 
world map included with this game). Also, Djinn of the same type have 
different individual characteristics They all affect your character’s 
attributes when set, and can have very different effects when unleashed in 
battle. Try to match the Djinn to your characters in ways that will bring 
out the most benefits. 

• //you frt a Ftrr Djinni to yaw diameter. tha t dtamcter'i elemental fire ptmtr 
wit oho in creme, raking the damage of their fire attacks 























SHOPS, INKS AND SANCTUMS 

In many of the towns and villages your party visits during its quest, you will find shops. Inns and other 
places that offer services that can help y ou fulfill your quest. 


WEAPON. ARMOR. AND ITEM SHOPS 



You can buy weapons, armor, herbs, and other items at these shops. 



SUV 


BUY ITEMS 


Select the items you'd like to buy with the 
+■ Control Pad and press the A Button, 
When there are more than seven different 
items available, a green arrow will appear 
on the right side of the screen. You can use 
the + Control Pad to scroll through this list. 



fa* item’* miror 
wd price 


_ The parry's coins 


[ -SfjJto 


Select the character who will use the item and press the A Button If the character can equip the item, 
then any status changes for that character will appear on the lower-right side of Ihc screen. If you can't 
equip the item then the message Can't Equip will appear in the status window, tn the hem Shop, a list 
of your items and the numbers of each one will appear on the lower-right side of the screen, 

(Continued on next page) 


A character that has received a purchased item w ill 
he asked if he or she wants to equip that item 
immediately, if it is an item they can equip. To equip 
the item, select Yes and press the A Button. 
Otherwise, choose No. 




SEU YOUR ITEMS TO THE SHOP 


You can select and sell items at shops. The selling price w ill appear and 
you can select Yes to sell or No to cancel. 
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| AfcTfACTS 


BUY ARTIFACTS 


Sometimes, shops have rare artifacts available. You can buy these in ihe 
same way you buy normal items. 




r e 

y 

k£Mft 

REPAIR A BROKEN ITEM 

„ 

.J 1 

Broken items have an X on them on the Hem screen, but they can be 
repaired . After checking the cost of repair, choose Yes to have it repaired or 

^ r 

Hi 

'V 

































INNS 


Spending the night in an Inn w ill recover alt lost Mil Poems and Psy 
Points. Rates vary from town 10 town. Slaying at an Inn will m>1 mm 
dow ned characters or cure ailments. 



SANCTUMS 


At Sincqim, you can revive downed characters, cure poison and 
remove other ailments. You can use these services only if a member of 
your party is afflicted with the corresponding ailment 



HE VIVE DOWNED CHARACTER 


AID HAUNTED CHARACTERS 


This will revive a character that has gone down in This will remove the spirits ihat haunt a character, 

battle 




OBE POISONED CHARACTER 


REMOVE CURSE 


AID CURSED CHARACTERS 


This will cure a character that has been poisoned. This allows a character to remove cursed items. 
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THE PAUSE MENU 

Except during events and battles, pressing START 
will stop play and open the Pause menu. 



'£ PAUSE MENU 


SAVE YOUR QUEST 


Up to three data files can be saved at once. Choose one of the three 
slots to save your data to, then press the A Button to save, iryou save 
data ov er a fife that is already being used, you will lose all the old data 
in that file. Be careful, because you cannot restore data lost in this way. 



* tk> nut turn tke pv*rt Off 
vr mtf tvhifr wing. 



Ejjj PAUSE Him 


CHANCE SETTINGS 


This is convenient for short periods of lime, but 
if the sleep mode lasts too long, pow er w ill shut 
oft automatically. You should save your game 
and turn your Game Boy Advance system OFF 
if you will not play fora long time. 


C hange each setting using the * Control Pad. 
When you set Auto Sleep to ON, the game will 
shut off automatical ly if you do not press any 
buttons for a certain period of t ime, tf you press 
the L and R Buttons, you can return to game play 


* Press and hold the L and R Buttons for three seconds to enter sleep mode. 
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BATTLING ENEMIES 

You will face many enemies in battle during your quest. In 
addition to direct attacks with a weapon, you can also attack 
using Psyncigy and Djirui. 



BATTLES BOM START TO FINISH 


When you encounter an enemy in a dungeon or otuhe world map. you 
will enter a battle. At the beginning of every battle, you can choose 
Flee, but you will not alw ays succeed. 

When you choose Fight you may surprise your opponents and attack 
first, but you may also be caught by surprise.,. 


Baltic occurs in turns, At the beginning of every- turn, you must choose 
an action for each character in your party, Characters and enemies then 
lake turns attacking based on their agility ratings. 



Battles end when all enemies have fled or been defeated. On the other 
hand, if all of your characters go down in battle, the game will end. You 
must then restart from the most recent town or dungeon you entered. 


fRE^ATUE COMMAND 


Before each turn in battle, you will have the opt ion to choose wheiher or not to fight 


|| COMMAND 



Choose this command to begin the actual battle. For descriptions of battle 
commands, see pgs. 4B-49. 



COMM AM) 


Choose this command to try to escape w iihoul fighting. If you do not 
succeed in fleeing, how ev er, you must endure all of the enemies* attacks for 
that turn. 



COMMAND 


Choose this command to check your characters' status. You may want to 
check your characters’ IIP and usable Psynergy before you enter a battle. 



Returning to Pre-Baltic Commands after ihmmng fight 


Press the B Button when you want to return to the pre-battle 
commands after you've chosen Fight, Prc-barile commands will also 
reappear during battle ai the beginning of every turn. 

























BATTLE COMMANDS 


Once the battle has begun, you an use the si* commands explained 
here to fight enemies. 


ATTACK 

w wmM 

Choose this command to make a direct attack on an enemy using an 
cl ipped weapon. Use the + Control Pad to mov e the cursor to the 
enemy you want to attack and press the A Button. If the enemy you 
have chosen to attack flees or goes down before your attack, your 
command will automatically change lo Defend, 


n iattle 

>4 COMMAND 



it 


iattu 

COMMAND 


PSYNIRGT 



You can use Psynergy to attack a enemy or to heal your party members. 
Use the 4 Control Pad to select a Psynergy to use and press the A 
Button. 



Next, use the + Control Pad to select the targd for your Psynergy. Some 
types of Psynergy have w ider ranges than others. See the next page for 
more information. 
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Quick Tip! Things to Remember About Psynergy 


Each type of Psynergy has us own particular range. Psynergy with a large range will affect 
multiple targets differently within that range. When attacking enemies with Psynergy, consider 
these differences carefully before choosing your target. 


| KVhOGV THAT AFFECTS TARGETS DBEREljaV~l 

Psynergy that affects multiple targets differently will have 
the greatest effect on the enemy or the party member in 
the middle of the affected area. The farther from the center 
of this area, the weaker the Psynergy’s effect will be (there 
arc exceptions l When choosing targets for your Psynergy. 
remember that the largest cursor indicates which target 
will be most affected. 


<Ww 



the enemy tn (he middle will 
receive die greMc« damage, 


[ WHEN THE RANCT CHANGES -1 

Depending on how you choose targets for Psynergy, the 
Psynergy's range can also change. In the picture on the right, 
a Psynergy thai works against three enemies is eeniered on 
the enemy on the far right. In this case, the Psynergy' will 
affect only two enemies, not ihree. 



A F synergy's range can 
change depending on how 
you choose urgets 


{Conunucti on p%. 421 






















j_FSVr&RGY CHANGES AFTER UNLEASHING DlNN 

When you use the Djinn command to unleash a Djinni during battle (see pg. 
44). your character's class and usable Psynergy will change. Remember to 
consider whether unleashing a LJjsnni w ill disable any Psynergy you may 
need to use 



[ 



Psynergy is convenient, but you should be careful not to use it too much. 
Save it for w hen you really need it. You recover Psv Points when you stay 
tn an Inn and when you use certain items. Also, walking around will slowly 
recover Psy Points. 



Lxatnpln of Piynrrx) 



In this game, you w ill be able to use many types of Psynergy. Some of them are listed here 


EARTH PSYNERGY 


WATER PSTMRGY 


Ph 

VflAtr needat 

iffecffd 

Kffett 

- Ta 

t 

tt«tore I00IIP 

W M 

1 

Curt pwion 


3 

Uk n Kuilc jnd 7 

[ POU5E 1 s 

1 

U v m tuflk jimJ 7 


WIND PSYNERGY 


Ihv v. 

Sou needed affnitd tifftti 

E as: i 


Attack with a icrnato 
A ttack with a Mom 
Attack *Ttfc iiytami 


Ddmlc nmilitpk 



















































DJIMN 



This command lets you unleash a set Djinni or place a 
Djinni on standby. 


CONDTONS FOR USING DJNN 



During battle, depending on w hat 
state a Djinni is in, you will be able 
10 do different things with the Djinn 
command. When all of your Djinn 
are recovering, you will be able 10 
choose the Djinn command, but you 
will not be able to do anything. 


Djinni Condition 


IpM ( itmmund OpdMU 

1_*_! 

— 

Ln leash or switch a Djmm n> standby 

Standby 

— 

Set ihc Djinm 

Recovery 

— 

None 


UNLEASHING SET WINN 



StlnirJ 

DjUUll 


First, select a Djinni to use. You can 
unleash any set Djmn (names of set 
Djinn appear in white). The effect of 
unleashing the Djinni and any status 
changes wdl be shown. After 
selecting a Djinni, press the A Button. 


(Continued on the next page) 


When you unleash a Djinni, the Djinni will attack an enemy or use a 
special ability' on a pity member. Depending on the type of Djinni, you 
may have to choose an enemy as a target for the Djinni's attack or a party 
member as a target for ihc Djinni's special ability. 



When your turn has come in battle, your Djinni will unleash its attack or 
special ability. The unleashed Djinni will then switch to standby, and on the 
next turn, you w ill be able to use the Summon command (See pg. 40-47) 



SETTING A STANDBY DJINNI 


First, select a Djinni to set. You can set any standby Djinn whose names 
appear in red. The Djinni’s condition and the status effects of setting die 
Djinni will appear on screen. Once you have selected a Djinni, press the 
A Button. 




When your turn to attack in battle has come, you will set the Djinni. On 
the next turn, you can unleash the set Djinni 





























rm Mrm 

ILII COMMAND 





SUMMON 


Using Djinn on standby, you can summon a powerful spirit. Any Djinn used 
to summon will then switch to recovery 



THE, BASICS OF SUMMONS 


In order to summon, you must have at least one standby Djinm. As the 
number of Djmn you acquire increases, the types of spirits you can summon 
will also increase. Depending on the numbers and types of Djinni you use to 
summon, you will be able to call more and different kinds of spirits. 



HOW TO SUMMON 


D Select Summon and press the A Button, Use the + Control Pad to select the spirit you want to 
summon and press the A Button. 


DnenfOmofthr 
tfifitrj iptnl 


W**Jiy'iEsd&k 
amtiixtJ fam Ifft to ri^Ht bt 
type £a rtk ii M hrr, m4 
KW Itlor Mfltfan JrrrrJvf 


Spirit Svmmn* Srirclto* 



[fM 

Spirits Ytm Cm* Smmmvt 

WSrn Attr m&r Aon /hr tptnii 

3 -V\ «*-■ f I 

r ' * **** 

— “■'TVi • t 

\rn. yj 15 

irnicfaMr JV mtlbr * QmJfnl 

IW to t ctnif Murrt NtAdtairf, 


(Cominut'd off ihe next page) 


Quick Tip! Anyone can summon, 


You can only control Djinn in your possession with the Djinn command, but so long as one member 
of the party has a Djinni on standby, anyone can use that Djinm to summon. As long as there are 
enough standby Djinn, two party members can summon the same spirit in the same turn, 



Select the enemies the summoned spirit will attack, Press left and right 
on the + Control Pad to select the target, then press the A Button. See 
pg. 48 foe a description of summon attack ranges. When you summon a 
spirit, your elemental pow er (sec pg. 29) of the same type as the 
summoned spirit goes up for the duration of the bailie. The stronger the 
spirit, the more your elemental power w ill go up. 


Jiy Quick Tip! The Effects af Summoning 



Btfarr ltint 1 


[ 30^3*33 


T 


LWiaS 


Numbers of standby Djinn arc displayed by type in the Summon 
selection window* Every time yew use Djinn to summon, these 
numbers will decrease by the number and type of Djinni used to 
summon. As these numbers decrease, so does the number and type of 
spirits that you can summon. Of course these Djinn and spirits are 
never fully used up, so if you return recovering Djinn to the standby 
mode, you ean regain the ability to summon. 



































RANGE OF SUMMONED SPIRITS 


Summoned spirits attack all enemies. When you move the cursor with the 
+ Control Pad to select an enemy for lire spirit to attack, the cursor will move 
between enemies as shown in the picture on the left, Do this to choose which of 
the alfccied enemies will receive maximum damage from the spirit. 


Quick Tip! After Summoning 


Djinn used lo summon a spirit will switch lo recovery after the summon, 
Djinn in recovery will automatically be set lock to a character after one turn 
of battle or after walking around the world map or dungeon. A muse will 
notify you w hen a Djinni sw itches from Recovery to Set white ihc party is 
walking around. 



Spirits to Summon 


There are many different sptriis ihai 
your party can summon As the number 
of standby Djinn increases* you will be 
able to summon more spirits. 


SPIRITS! 

■0 SUMMON 

Spirit's Name 

Djinn needed 

Description 

VENUS 

1 Earth Djinni 

A spent nf Earth 

MARS 

] Fire pjtnm 

A spirit of Fire 

RAMSES 

2 Earth Djinn 

An undcadphamoh^uardian 

KiftJN 

2 Fire Djinn 

A charging spirit in flame* 


MAI 

You can use some items that yog arc carrying in battle. First choose the 
item you'll use and press the A Button. Next* select a target to use the 
item on, Depending on the item, the target could be a party member or an 
enemy. After choosing the target, press the A Button to confirm 



Quick Ttpi Sot ait items can be used in hurtle. 


On the Item selection screen, items whose names appear in yellow cannot 
he used. The names of usable items appear in white. 





BATTLE t 
command ■ 


BEFEND 


You can low er damage received from an enemy attack by defending, Select 
ihc Defend command w uh the + Control Pad, then press the A Button. When a 
character has low HP, or when there is nothing to do, you should use Defend. 





















ADVICE FOR ADEPTS 


THERE ARE PLACES THAT I CAN SEE BUT 
CANT GET TO. WHAT SHOULD I DO? 

Sometimes you can gel 10 those places from a different 
location* Using a particular kind of Psynergy may also allow 
you to get to places you couldn't normally reach. Also, your 
character can jump short distances, so try that first. 





THERE ARE WEIRD-LOOKING STATUES 
AROUND, WHAT CAN I DO WITH THEM? 

Your character can posh some statues and logs. I f you find a 
particularly suspicious looking log or statue, approach it and 
give it a push. If you can't Teach the object, check your 
P synergy to see if you base a skill that might he lp 


SO 



I DONT KNOW WHAT JM SUPPOSED 
TO DO NEXT. WHAT SHOULD I DO? 

Try going hack to ihc ncaresi town or village and talking to the 
residents again. Collecting information is very important. Also, 
if you could road their minds ...you might find out things they 
wouldn't normally tell you! 





I CANT SEEM TO FIND MANY 
DJINN, HOW DO t FIND THEM? 

Djinn live in all manner of towns and dungeons all over the 
world They like to hide in the shadows ami in hard-breach 
areas. Whenever you enter a town or dungeon* remember to 
search high and low for Qjiiw! 


^ 4 * '«■ 





















THE ARENA 

Go 10 the Arena to bailie hooks of monsters or to challenge a friend's party lo a battle. 

You cannot use the Pause menu or Sleep function in Arena mode. 

* Please read all essential information ott page 55 before playing a Linked Bailie (see pg 541. 

ENTERING THE ARENA 



\rrfi* Waiflaf Rim m 


First, choose Arena on the Start menu. You will then see the File selection screen, Please use the 
f Control Pad to select a data file to use inthe Arena, and press the A Button. Once you have selected a 
file, you will see the Arena wailing room. 


TSe* sidfla tb» the gm'cvi 
•laadof ntncak iw'\t trad 


Speak lo thtv pervon la 


fink 


Xrrrptta* fink 

SpeiUoElie|dljtifc» 
detk to ctvIct i batik 


Go ikti H'i> 
to tV Sun ii 


MONSTER BATTLE 


ONE PLAYER 


If you approach the reception desk without first linking to another Game Boy 
Advance, you car enter a Monster Battle. Talk to the girl at the counicr and 
choose Yes to enter, Choose No to cancel. When you are ready' to enter battle, step 
into the Gladiator's Circle on ihc nghi side of the counter. After you enter the 
Gladiators Circle, the door in front of you will open, and the hanlc will begin. 

Monster Baltics follow the same steps that they do during vow quest, 

When the Monster Bailie ends, you will return to the waiting room. 

Alter winning a Monster Battle, you have the option of entering the next Monster 
Battle, Choose Yes lo continue fighting. To cancel, press the B Button If you 
lose a battle, then the Monster Battle ends. 


MONSTER BATTLE INFO 


* Only monsters that you have defeated in the game w ill appear 
in Monster Battles. 

* When you quit after a successful battle, your party's IIP and Psy will return to 
their maximum levels. They do not return to the maximum when you choose to 
continue battling, 

* You can continue Monster Battles until all pally members are downed 

* You will not receive any coins or experience in Monster Battles. 
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LINKED BATTLE 












TWO PLAYERS 


When connected lo another Game Boy Advance, you can start one-player or two- 
playcr banks at the reception desk. If your opponent accepts your request for a 
hanlc, the fight will begin. When you are ready to enter battle, step into the circle 
on the right side of the reception counter. When both players have entered their 
circles, the door will open, and the battle will begin. 


Fighting another player's party is the same as fighimg monsters in the game At the 
beginning of each turn, the players enter their commands, and the actions for that 
lum will then begin. When the battle ends, you will return to the waiting room 


• If the Game Link cable is not firmly inserted. 
only Monster Battles w ill be available. 

Linked Battle results arc saved automatically. You can view these saved results at the 
Saved Linked Battle Counter. You must approach the counter whenever you want to 
start a new Linked Battle. __ 



LINKED BATTLE INFO 


4 The chrtKtercm tile tv ngtu ink ibe parry 

will iKrt bfi *We lujoai the bulk 


* A party of up to three characters can participate in a Linked Battle The character on the far right side 
of the part)- will not be able to join the battle. 

* You will not receive any coins or experience in Linked Battles. 

* Once one player has entered all of his or her commands, the other player must finish entering 
commands within 15 seconds or characters w ithout commands will automatically Defend. 
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USING THE GAME BOY ADVANCE 
GAME LINK CABLE 

Here’s all of the information you need to link two Game Boy Advance systems 

Necessary Equipment 
Game Hoy Advance systems 
Golden Sun Game Pah: 

Game Bay Advance Game Link cables: 

UNKING INSTRUCTIONS 

L Make sure that the Power Switches on all of the game systems are turned OFF. then insert the Golden Sun 
Game Paks into the individual Game Pak slots, 

2, Connect the Game Link cables and plug them into the External Extension Connector (EXT) on each of the 
game systems. 

See pages 52 and 54 for further instructions 

* Player One will fee the player with the smaller end of the cable connected to their console, 

TROUBLESHOOTING 

You may be unable to transfer game data or you may experience malfunctions in any of the following situations: 

* When you are using any cables other than (fame Boy Advance Game Link cables, 

* When any Game link cable is not fully inserted into any game system. 

* When any Game Link cable is removed during the ttansfer of data, 

* W hen any Game Link cable is incorrectly connected to any game system, 

* When more lhan two Game Boy Advance pmc systems are linked, 55 



















NOTES 
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IMPORTANT: 

WARNING' Copying! ol any Nfitendo game Strand is sftic^prohi*^ 

laws. ‘Backup* or ‘archrvar copies are not authorized and are not necessary to protect your software Violators mil 
be prosecuted 

This Nintendo game $ not designed tor use with any unauthorized copying device or any unlicensed accessory. Use 
o# any such device ml invalidate your Nhiendo product warranty. Nintendo (and/or any Nintendo Licensee Of 
dstnhuior) is not responsible lor any damage or toss caused by the use of any such device, ft use erf such device 
causes your game lo stop operating, cftsconnect the device carefutty to aw«d damage and resume normal game 
play II your game ceases 10 operate and you have no device attached to it pfease contact your local authorized 
Nintendo retailer 

The contents of tins notice do not interfere waft your statutory nghls. 

This manual and other printed matter accompanying this game are protected by domestic and international 
copyright Saws 

The rental ot this game without permission of Nintendo or its licensees n stoc% prohtorted 

For further information or assistance, please contact 
Nintendo Consumer Assistance Hotline 
1 -flQQ'255-3700 (US. and Canada) 
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WARRANTY AND SERVICE INFORMATION 
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WARRANTY UUITATlCHS 

mis WARRANTY SHALL NOT APF\ Y If THIS PRODUCT <i) IS USED WITH PRODUCTS NOT SOLD Oft LICENSED BY WNTEHOO iWCLlHUNQ 
BUT MOT LIMITED TO NON-LICENSED GAME ENHANCE ME NT AW3 COPER DEVICES ADAPTERS AND PQWffl SUPPUESi. (b) H USED FOR 
COMMERCIAL PURPOSES tlNCiUDlMQ RENT At,) (c| IS MQOlFlEO OR TAMPERED WITH m IS DAMAGED flY NEQLJOEHCE. ACCCENT 
UNREASONABLE USE. OR BY OTHER CAUSES UNRELATED TO DCFECtlVE MATERIALS OR WGRKMAWSHBP Oft (bJ HAS HAD THE SERIAL 
NUMBER ALTERED. DEFACED OR REMOVED 

ANY APPLICABLE IMPLIED WARRANTIES INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE 
ARE HEREBY UMlTEO IN DURATION TO THE WARRANTY PEfUQOS DESCRIBED ABOVE < 12 MONTHS Oft J MONTHS AS APPLICABLE IN 
NO EVENT SHAU NINTETOO SE L1 ABi£ FOft OONSEOUENltAL OR IMDOENTAL DAMAGES RESULTING FROM THE BREACH OF ANY 
(MPLiED OR EXPRESS WARRANTIES SOME STATES DO NOT ALLOW CAPTATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR 
EXCLUSION OF CONSEQUENTIAL OR ##ClO€HTAt DAMAGES. SO Tut ABOVE LIMITATIONS MAY NOT APPLY TO YOU 
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NEED HELP WITH INSTALLATION, 
MAINTENANCE OR SERVICE? 



CUSTOMER SERVICE 
WWWMNTENDO. COM 

Ot call 1SQQ-25S-3700 
MON. - SAT.. 6:00 am. to 9:00 p.m.: 
SUN.. 6:00 a.m. to 7:00 p.m., Pacific Time 
(Times subject to change) 


Nintendo of America tnc. 

P.O. Box 957, Redmond, WA 98073-0957 U S A. 
wwwnintendo.com 


piwrto mi japan 


